Issue #1 



Sss Cepheids Is the nam© of the IDA Novice CkSKaittee*8 complimentary sine felting m&kM. 
to all "now bloods 51 vre hear of. It is to be published quarterly with novice infor- 
mation and reprinted articles of interest to the new play-by-aail Diplomacy player. 
"'*t is p'csblinhed by Peoples' City Publications, Toronto, Canada, 

If you have any questions about play~by-mail Diplomacy, or about the International 
Diplomacy Association Novice Corimitteo we encourage you to write one of the 
following committee members : 

Joel Klein., Hobert Correll, Jim Lawson, 

$2*40 99th St,., 44 Rawlinson Ave., 3 508 Benton Dr. N.W., 

Apt. 1220, Toronto, Ontario, Calgary, Alberta, 

Rego Park, NT 11374 Canada 0 V2& 2K9 Canada,, T2L 1W8 

U ©S o A o 

(Committee Chairman (Openings sheet, (Variants, 

k World Mailing) & Movice zine) Variant openings) 



Diplomacy is a registered trademark of a gnne invented by Allan B. Calhaner and 
copyright by Games Research Inc., 500 Harrison Ave., Boston, MA 02118 U. S. A. 



We hope that your initiation into postal Diplomacy will be as painless as possible 
and that the Novice Packet will be some some of some service. The key is to relax 

and enjoy o 
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two pages of Diplomacy and Variant Diplomacy Openings, an update 



Po&tai. riplomacy is not- ne'tfj partes have neea ecnot;, ;.-.;<., ,. Mi.-.r , , y ;- 

.•iOpiOxuiiAueci that there are over 1500 postal play em throiy-Krat. Um; Vip\.h*h' $>.f-.<i,:. « * ; 
WM'.e the core is in North America,, postal games are concluded th rough-: uv trie »/<•-.:■:?; 

lat's look at some definitions of useful terms? 

foe. Gamesmastcrg (or G t ,M,, 3 He is the 3th party in the gamp, it is his r*.»p«r* 

abjudicate and publish the results of each move with impartial it;?., r -■.">;, -. *- -V 
neas, and consistency* The imps*- tent thing to rsmsmtav Is Uu* t. ihf- hobby ••.;<«/ * v ■-* 
primarily of amateur hobbyists who are GM : 'ing on their leisure t/Xxm, '\?" 
other things^ it c s a matter of finding a gsewsmaster whc e^trik'es ?ou r«; 

fanny t , or possesses what ever qualities you're looking for. Thai/ \>nh\ ?• 

some OM' : s simply printout the results with no com.- '.entazy , others add $>*«.« «•, f 'b&mn 



- - ...,--■» 1.1...... 



gamesmsster or game iEsumS toy the IDA (explanation later), which for a ^lai 
will ensure th.-t if your GM and magazine shoo' ' disappear! (ye?-* u does h. i:;-- 
gam© wi 11 cont intxe 

2ubs eruptions * Host publishers, even when there are no games b#ing opened (starts* / 
said publishers* solicit subscriptions at a prescribed rate (10 issue-? for fz 9 
for example, but it varies).. U'abc-hing a game in progress can be instructive, ••; 
is frequently " re^-on for dabbing,, 

0^ Jfeg»* Since it is your interest to ploy postally, the entry fee will be of som? 
Interest,. The fee is necessary for the publisher to help offset hi-- cost* of r 
■and nailing, liost publishers operate at a loss', in feet, T cannot thin*; of - 
publisher who breaks even , 

Fees range from about $2. to $10, , depending on the magaaine r There are • ••.■<-> 
methods of charging the fee to the player (basically ) s 

a) a flat fee, say $3o for which you xd.11 enter a game and receive all issue* 

required for completion of said garae 9 and 
to) a newer method, wherein you pay $2 n or so to enter the game, and you wiintu . 
subscription throughout the length of the gaaae 0 This works out to -> ren-.ot»*U 
fee, but it does cover a publisher for a rise in costs, such as raai)ing« i-t-Azb 
looks to rise with each new postal contsraet, 

•«<reus.t?S" vy i-t»jf , <*uu ^wy «J'« mut.-ucjufcjr OXX?lUSiVe„ 

DeadJiness Games are basically run on 3 or 4 wrek deadlines ; That is, orders are ■ 



u, 



for on a certain date and the next, deadline is 3 or 4 weeks away, (dependin. 
G„M„) which allows about 2-3 weeks for communication (depending on the whims uf 
mails and how soon after the deadlines, the issue is mailed >)„ The general sen* .-en?* 
runs? fpring orf'ersj Fall orders (with spring retreats )| winter builds maev»l 
(with fall retreats) ft repeated each year,, Some "zinivs run only two seasons •••• r ' 
(spring? fall orders with prophetic builds) instead of the 3-season system .ifo-s- 
mentioned, lt v s a matter of personal choice as to which Is the best system-, w*. *u 
2-seasons Itf's a faster g^me but the person playing might nothprefe: 

adjustments,, (cont- page 3) 
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pjggsa* (Propaganda.); One large difference of postal (Play-By-Ikil) Dippy as opposed 
to faoe-tc~faee play is the matter of press releases. Tfcey are generally sub- 
suit ted with orders, sometimes intended to sublement them (ie; referring to the 
moves) or as a seperate entity /(a story). Most * sines carry cress release*. 
They vary from dull policy staferaenta to »tioit stoi4e»» !»S.^». character ^ 
assassination* aiid range from "\ one-shot affaire to lengthy series, »<ith a 
thread nxnriing throxigh (art exaApXe of the latter being Brenton Ver Ploeg's 
Glomphf , wheih was a mainstay eT his '''-writing). Occasionally press win oror- 
shadow a game, and in some case^ is the reason for the game's following apsamg 
non-players I Some people can write, others cannot (but consistently write, it's 
sad to say). Further explanation of propaganda is out of the scope of this material. 

Jfegajsine: Or sine* for short. This term - encompasses any amateur publication dealing 
with Diplomacy. They range from enrbon-eopy affairs (usually move printouts with 
no press) to full fledged magazines (sometimes running 20 plus pages with, games* 
p9W* t art&elae, and occasional ^editorialising fay the publisher). It is armtter 
of personal taste as to xhich is superior. You will probably pay less for straight 
game printouts, but not necessarily. Further distinctions ares 
Game sine: carries games (for the most part this is what has been,, referred t© up 
till now 

Genuine: carries no games and deals with general articles on Diplomacy 
Propaganda sine : carries propaganda from one or more players in a specif ie game 



House Rules » Well written though the Diplomacy rulebook is, it certainly is not all- 
inclusive and questions do arise over certain rulings. As a result some, though 
not all, publishers print house-rules . Besides stating policy as per deadlines, 
fees, and the like, they often include listings of rule adjudications on what may 
be cons j^rc^ dubious poiiit 8. When entering a gaae.^tne 6.R. will furnish you with 
a copy of the house-rules (if *»e has any, of course) which will clear most foul-ups 
• before they occur. If 'you are also new to Diplomacy in general, these will provide 
some help. •!•'•«' 

A note ought to be made of the International Diplomacy Association (IDA) especially 
since this is, after all, sponsored by "the group.' It is basically an organisation, of 
players for the intent of improving the hobby by organizing aj^d. furnishing services 
such as this Novice Packet. For further information oh IDA writes Walt Buchanan, 
R.R,#3, Lebanon, IK 46052 0.8 .A. 

It would be well to warn newcomers not to overload themselves . It ; would 
be a good idea to enter only one game to start, perhaps two. Play these for a few 
months, ant then _ set a limit as to how many games you feel you can handle. You 
ought to be able to getfea^i^ftghi idea. Jsy t hie time. I would advise ; 
building up slowly, and plro^i^nj|A any coi^ivBl^^ei3.eaoH J Bem'ember it ta^es ffi years 
basically, to finish a game oj? p^s^iai\MpXomaey . If yW'et&rt- entering games too 
often, you might at sometime find yourself over committed. In addition, we -offer another 
mild warning: GM's a^e ^people, anei for them as -fe;e?meat--«ef -as, most of everything else 
we do is more important than DTpIomacy. This will caase the occasional unavoidable delay, 
and occassional player difficulties. For most of us, this is a labour of love. 

(cont. page 4) 



Wheal a player,- resigns disappears fr-,::. gam, s ;. .,;.c sr. .-a ■,>■■'- '■ , 

Most GM'e maintain a list of "stsndbys", people willing ... «_•.). ■. . -ft' 
if needed. Usually a GM will ask .for standby o..der*5 ~r -i • '•>. 

Standby orders are a set of conditional orders submitted by Lhs person named by i.ha 
GM. £hese standby orders are used,, conditional on the faot that tho current player 
mis&es a second move* 'Usually, -If ' tn%^present player misses. a second mo-vs and thts 
standby orders are used., the standSsy player then takes over the position. "most 
cases the cost to standby is only the cost of a subscription to the niaga-tme-, you ar* 
standingby ln» 

Being a standby is reasonable way to join games and one can build ap esperieac® 
a» wsll. as a good ra+ing by" entering games ats a ytandby„ Several player ratings ayatsma 
are maintained and most of them do not penalise players for a poor standby finish, 
especially if the original position was a poor aneo„ , These, positions provide valuabxe 
playing, e:q3e22ience (often- in the'iaido^Vand end"' game ' stages ) «, Replacement polity -rar5.es 
aicong GM<a, sc check it out 0 ' 

trfWflg#s lit t^is boara ana occasion?. ±ly changes in the rules of Diplomacy,, Variants rang® 
from expansion an* changes of Dippy „ to wholesale changes and new situations, (An 
example being the several Varies based on Tolkien' a load of the Rings seviea-} 
(S$s Jim lawson ? 5 and £ew Pul cipher ; s articles elsewhere in this issue) 

I'd like to express by appreciation to Burt Latrelle as he helped.. furnish- ae with 
some ideas on this from his Andromeda Chronicle which wag in turn partly 

derived from Hod Walker's ?ontrevedria e 

If you have any questions about play-by-mail Diplomacy, please write me or any 
of the members of the Novice Committee, (see page 1 for our addresses „) 

The following articles, pr^inaliy appeared in foggier Archives, .and are being 
reprinted with,, the kind permission of Walt Buchanan. Koosier- Archives has this past 
year been replaced t>y Wait ' s ?.ew publication, Diplomacy World , which Serves to give a 
bt-oftd overview qf the hobby by ppiit iag articles on the Diplomacy scene arid en goodgtpiay, 
presenting ; 'the g "Heesier ? Archives Demonstration Game with expert analysis, listing ratings 
systems, publishing letters to the editor and listing game openings and sslne news. 

We hops $ $hat these articles, wii^L be o£ interest **1?q theyou» : the. novice player. We 
re«t»ciBiifnd jftafaifeW Woxtl ag the cpe mm^B^^ ( _i^^'M9^r9Jto tffti* an overview of 
oheTio^bV^as ! «4?hoie . " ..s^scr^pt iojjs. r ars joe** y*aB r ,46 issues), ltolt*s esddress is: 
Walt-Buc^^.^^^^^ ifi 4^52 U^. -Jfl „- f ^ -r - * * 

Cehheids reprint for iss ( ue j£L.: 

' " " „_ a- ........... ... t . ... * _. , 'x: 1 R - <-.} - -■ u ■ ■ 

1. ^d^^^^^^^^l^.B^m'x^ G— >bit» . Hooaiw Arahivsg #130 . 

2/ lipton. Bobert B. »!0>e. IllaaAjm Qpentog^'. Hooaiwr AyftniTee #127 > 

5; Walksr, Bod.., "Two Faced Hpnestyj or, only my Monition Maker KhoWs tor Sure", 

. . |9g8^ Arcbiy»s #l#7.u ,. . 

4o' Pulsipher. lew. "Sample PiT?Iomaer Variants*'. Eooeiey Archiv»y #lt>5. 



' Tor a long battle against xoaqy a determined enemy • 
iwliuy-s strongest players explains how Turkey can be broken 
by cutting off its first build, Bulgeria,, >- 

. THE BUiflERIAM QAMBIT'. Icy Doug Beyerleifc . 

Probably the least contested .1901 gain is Turkey f s taking jpf .6ujlg.asla, ^ray; §00- . 
stantirxple to Bulge ria in Spring 1901, backed up by an additional 3 ray and a fleet, 

and Bulge ria is guaranteed Turkish in 1901 . Or is it? " 

Tnerz is cne s<3t of orders, when used against an unsuspecting Turkish player, which 
will leave Turkey with only three oenters at the end of 1901 and no future. This ie the 
Bulgarian Gambit. 

The required orders are simple; the diplomacy difficult. First the orders. For 
Spring 1901, Russia sends F Sevastopol to Rumania and Austria, opens with the standard 
A Budapest to Serbia and F Trieste to Albania. Turkey is guided to § western attack 
with A Constantinople to Bulgeria and a followup into Constantin^^e with either A 
Smyrna or F Ankara. Then in the fall; Turkey is enticed to'W^TTBtiSg&i* to either 
Sreece or Rumania so . that . it c#«f ot b£ supported in place. The opposition, Russia: and 
Austria, strikes with F Rumania to._ jgidgerja '. (east* coast), A Serbia Supports RW3#IAii . „ 
F Rumania to Bulge ria, and F Albania to Greece. The Russian fleet takes Bulgaria* the 
Turkish amy is annihilated or retreats to Constantinople and the Turkish player; counts 
only to three, - ■ t- --i .. . < . 1 s ; ;r:s 

Now the difficult part: the diplomatic set-up of Turkey. Russia must c on vince ; 
Turkey to go wast while feigning # northern attack. Thus Spring, L901 Russia will 
claim Rumania with F Sevastopol and at most will ea^y send A Vfersaw souths to Ckraftaaw 
This is a definite gamble on Russia's part. Austria 1 e dip^onacy in the spring is 
relatively simple. Therefore, the burden and the gain lies with Russia. It is all or 
not'ning, . - ;. . A ! : 

Assuming that Spring 1901 vent according to plan, w# now pew to t he-fall. Here 
Russia has an easy tips diplomatic p.illy and Austria aaist pull a fast -one on Turkey; 
Turkey with units in Bulge ria and Constantinople may be content to hold with support. 
Greece can be attacked, but if Austria supports F Albania into Greece from Serbia, the 
Turkish attack is worthless without Italian support (which is usually sreay unlikely) , 
So, to get Turkey to move A Bulgaria and therefore guarantee Turkey r s loss, Austria 
must make some encouraging noises in Turkey's direction, Austria should say to Turkey 
that A Serbia is supporting TURKISH A Bulge ria to Rumania whether or not Turkey makes 
the ; mows. This leaves .Turkey (or ep. the Turkish player thinks) with two option** 
(l) either stand off the Austrian fleet in Greece, or (2) take, the . unsolicited support 
and attack Rumania. Then when the Fall 1901 orders art published, the damage is dip* and 
Turkey is dead* 

The only remaining problem is who gets Rumania after the Russian fleet npyee 0U$, 
Either Austria ean take it in return for the possible stand off over Greece so as to have 
at least two builds or Russian A Ukraina can have it. This should be worked out 

well in advance. (conti on page 6) . 
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Fihally| c Russ ia builds F -Sevastopol and Austria builds amie» ., iaici ivsri ;ir 
only a matter of time before they own all of Turkey. * 

This subtle blitz has its risks, however. Russia, with only a maximum of two units 
in the south, can be M* haM by a ccmbinedi&^^ I have seen it go 

both ways and have just been fortunate to have been on the right side both times. In 
every ca*e^ ri diplomacy is the 4sey and the gambit is 'doomed to failure without it. Used 
such, the' Bulge riah Gemfci t is Just one more way to kill Turkey'. 

Although Robert Iipton is now becoming noted for his accent on the humourous side 
of Diplomacy 'recently} he has still written a number of ■«& excellent articles relating to 
the strategy of Biploraacy, the IUyrian Opening being one of them. 



THE III3RIAN OPMING by Robert Bryan Lipton 

Italy ; is-usually limited in her choice of openings. Having a supply center border 
on one ■ Austria ' s , and having 4'urkey ' as a potential sea force in her rear; N Italy is 
usually' fuielfcl? t^offped in- her ^panelon.' . . 

Gtl*&©f ' tfc#£*f fective ways '. for " an Italian player to" counter this Is- to form an 
alliance with Russia. Usually this alliance grabs Austria first, then works on knocking 
out Turid^iW ▼e$y ! «if fli^tt " h '' W-?™ 'f^ou^a ;?ri;; - > * > - 

(Mt<^w&v&®b&&S& fkdtOM ±&Witevmtj^>iMmtoSUil&$ **e Lepanto Op«n~ • 
ing. Tn#^wbt«krft^thI«^&0Bn4n^ i^p^-ltaiite flms' far away from the home 

supply centers^* over ^oiy*«t«i : with ohly 'One «nit to guard the hotteland against a 
Fren<A o^Auetria at^ASfc*' « ^ <• ; <w >f , Z- ..rC 

However.... Spring 1901: A Ven H, F Nap-Ion, A Rom-Apu 

At^aSon ae^the^e moves- areoBhown, ^eryme^aeeumee that yeuJ 3* -going to attack 
Turkey. AWfata usually set up to attack Italy, I have been games where Italy 

made theW'aBVee aWd Itokey, not having Aade the only effective defensive move of F Ankara 
to Coft#taH^©p$eV immediately droftpeaout. • ' 

YoUvJSavei however^ informed Russia of -your plane. While he continues to batter at the 
Black Sea^y§U^coft«oy A Apa~Ttoi' and t>aild a fleet in Naples;-' this time either Turkey 
has mSvtf8 !j hi8 fleets out to defend against you^ or he has dropped out " due to a nervous 
breakdem^- '» ' ■ **» " - ••' - '" '\ 

In SpMilg^lW !}to\/^*ir^^ and Baesia b^ moving f 'F lon-Adr, 

and having A Ven attack Trieste-, in addition to the standard move of F Nap-Ion and A Tiki fL 

i>-«T§Ja"give&-yo1i- a lock- Oh Albania- in the fall, and next year, Trieste' cannot be 
defended against Italian forces. If France attacks, your units are much more- easily moved 
to defiia «ia^r' ; '«i4&B#%^paftt I*£«6*>f§ftSr-<» the ve«y least )i--iIlS«l&gt!hte8Sft- - to 
g«^lic^et*ttie* : sr*&e«1»r^^ ' : -2f Turkey moved. to^th^Aefeitfln the 

Fall 4 !? !^°!nll cf tfe&a^S x yb^> • i«it v i<6afi8-- > i*af s !8fesia contro(l« I tft%'"BlSck b l§ea:i lou can 
set up a defeniivi^ifte agatriit the fleets and attack Austria by land. * ? ^ - 

The principal strength fo this gambit is not in its effectiveness, but in that it gives 
the Italian player more diplomatic mobility. Until the spring of the second year, no cne 
can be really sure of whether you're going to attack Turkey cr Austria. With only the 
Lepanto known, the object of Italian ambitions is knova after the Spring 1901 moves. 
Now the guessing game is still on. 

Of course, this may trigger an Austro-Turir alliance, but that 8 s your problem. 
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- x j v: Insure thai your alljr doopr.'t find out ycu're double- 
■ i-„ to tsll him. Wio plan* a§ you present it, is to pretend .to be, Rooking 

Tor a way out of your alliance. TcHi ,'trea£ with the enasy, gain his confidence,, perhaps 
do one or tw little things to "prove yoilr loyality " , and then put hin in a situation 
where he, stakes^ all ca a raosive backtab., ox$y..to be. stabbed himself . ,, 

What you.. teH the etoemy Is efe^en'tigdly-; w|iat r , you.' ve- U>1&. your ally that you're tell- 
ing him. You emphasise, of course, that you can't break loose right away* but need hid 
help to prepare for it . - 1 ' " 

If yon get the result you'r-e looking for, you will have some control over what each 
of the ct.hr- r powers docs — each will be helping you in an effort to gain an eventual ad- 
vantage over the other, T&oh will feed you information Which, on certain occasions, you 
will pasn on to the other. Each "5,11, ultimately, be putting himself in a pestion in 
which he can be seriously damaged through a decisive betrayal by you. The beauty of the 
situation is that you can betray whomever you wish, simultaneously screwing him and earn- 
in <]; th" undying gratitude of the other. If the, stab, is decisive .enough, you might even go 
■>xi to v;ift the gane. , ,. • . . * , - .v --^s-- ,o ■ 

Cfeiously, this 'kind of situation only arises in games wbi.v'h are wiy, slovMaoving, 
v.rlth large tactical stalemate situations on* the board. Your two patsies heed 'to trust 
you a great deal. This will of ccurse, be helped by a situation in which each is not 
likely to get anywhex*© unlets Oc-js tsust you. \>he uW^tiaate, beauty of this is ijhat 
you are essentially telling the.; *oih sieves tft? trut& because, at that moment, yon don't 
knew which of them you vill betray. Of course^ it takes a lot of negotiating to keep 
this £oing, so be prepared to write, and write, and write, and. . , „ ... „ . 

We hope that the next article will give the novice player some appreciation of the 
rauiy variants that h:\ve been designed In the hobby. IMs popttlar article Was written by 
Low Pulsipher, a well known figure In the hobby. His recent Pttl«iph«r Poll, a survey 
of postal Diplomacy players should be published early in the year; it will, be interesting 

to examine the results for an insight into intentions of the average postal' WLpicnacy 
player, 

Sll&LE DIPLOMACY VARIANTS 
by Lew Pulsipher 

- tfwt'of *tie weii-imowo t&pioaaoy m*Unte indude w tm^mam®&^*&mi ttfttih 

there may not be radical changes. Thore are also many, if not store, variants which 
retain the regular board and change only one or a few rules. These variants are excellent 
for fAce*.to«fae« play (though a few require a GR) since they are easy to learn and do not 
require play on a small" \mfainilinr board, the following list Includes most of the simple 
variants known to me, though thars are "sumy more. Seme resulted from misinterpretation 
of the old rules (eg: this Key -^Vo), nom *fers oiriginAlly 7 iieed in new~board varUwts 
(double armies), and oci,\e were cicsigncd specifically fol* iiee with the regular board and 
rules (armed neutrals). These rules «ay be used as individual Variante, or a number may 
be used in a single gaae. Some may seem unclear? in this ease, either interpretation may 
be used. I have not credited designers, even where known, in order to save space. 

Winter 1900t Before Spring 1901, players build in their home centers, which are all 
empty* (oont. on page 9) 



Before we turn to our third article, a word sri.o.'.-. t. a ioca. ; . f * x 
Opening 0 The opening was first proposed by Edi Birfsan 

Archives #43. The main thrust of the Lepanto Opening is an lmmeaoa.... <. a- i^sk. 
on Turkey by convoy. Italy opens in Spring 1901 with F Nap Ion; A Rom-Apuj A Ven h; . 
The Fall lSKSL moves, are: F Ion C A Apu-Tunj A Apu-ltex; A Ven h; Italy builds a fleet 
in Naples iii Winter 19GL. 

Italy secures ^fc convoy route to Turkey in Spring 1902 with F lon-Bas; F Nap-Ion j 
A Tun h; A Ven'ij.- $i tlie fall Italy can now convoy army Tunis into Syria. Edi 
notes that it is' Mptirtant to catch turkey unaware to make the opening successful, as it 
can easily be stopped if the Turks, move F Ank- Con in Spring 1901, and follow with a build 
of F 1 tiftnVer. 1901 » ' , ; 

yr ThW'£«|«nt^. h&s proved'very popular in. recent years and perhaps is the result 
trf 'Ital^s recently'' imprpyeaf j^^fbraanoe in play-bynaail games 0 (R.T. Correll) 

r " ■ v ' ■ •SHrt^ *#* 

Rod Walker is one of the hobby's old time publishers and among the most prolific 
writers of articles. This. article is rather unique as it discusses the rarely examined 

domain bf* player" to plays*' rel&ttoTte . : " 

y ,r .f iTr- " '; ? r cr. ■ ■ ' ~ 

OJV ' ■ ' tttO^iat^'. HOAiBTT. OB, 

" ! '- v * ONLY MY' : Mfl|l0NS MAKER. KNOWS FOR SURE 

' ■ v r 'byMa. Walker 

In Diplomacy, honesty Ss ff^ttentiy the best policy. Not always of course, but 
why quibble? There have been plenty of articles ton how to lie effectively in this game 
Certainly that is necessary. Honesty, or at least having a reputation for it, is even 

W-$9W&/g&*r:qes oaos -rev^JV; box/:-: ■ • v. . ." *: ; • -t- - ' 

d mJ^Pm^Sm^S®A%<W*^ th«' noral. satisfaoti4Xi 1 of being able to tell the 
trut%^id p.* ajte t^r^HS(,4^^;^t..*s not^wage possible; to accomplish, this feat of 
v^|^j^sj^^t%^ dn^ ga^ r norr-as; it always. deeiatble, but when you can do it, 

^MSf^lP^vd roc? n^rtmR aitf *xo e »c.*.>: '• ': - * ' 

" The circumstances under which it is possible involve two other powers — your ally 

and your ally's primary enemy. I have done this a couple of times in a game and each time 

those two were battling for th^$gi$ja^^ for second. The problem was, 

had I backed the right horse? That <£eir. wspid d&MBjr actually be a win, or would my actions 

cause a stalemate to develop? Would a stalemate perhaps even be better from my point of 

equa^^.unol|»ar .to the .ftffiej no cons^quejatly pretty large premium ras attached to 

sr. of» aJjlHJWti^ ia ; thj»* o^'in^^tch^jsv if not eertajtt Jtt^ wiia, wjfcn and his enemy 
j^.ajadi^LSttQ -fafa&^&f^M j&fcB^ c I*© temptation ie to begin negwia ting with 
WIiS5»M^^;««? e ..M ^ b«ftt^\Wi&i«P» be- obtained for switching sides (21 nwsircaot say 
that J 3^Br^ia^ropfd&te eircumetairjAgsj^ $>his situation can be parlayed intft.fit.rwin) , It 
w^^dr^^ofaieh.nq^^o, t^^jajfsia^agB of this opportunity. But what if, yonir ally finds 
out . what you 1 rp dpij^?- /£ 4ye^, .thare f ,«; -&e ! r*to/ tha Vjoakes ue hesitate*, {©eat. on page 8) 
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Av, P?r ;-. 7 » The - a - r->",y v- -^.tioms. 34 people may play, each beginning- with one 
center, or 1? each with two centers. 7 may play, each beginning with three home centers. 
Centers may be selected by chance or by the players. A two-player veraiotti with »*ch 
player taking; three countries of three randomly selected centers each, is superior to any 
other two player Torsion Z know of. Europeans call some of these variants Chaos, whloh 
ia actually something quite different (see below). Anarchy visually begins with Winter 1900. 

Axned neutrals: A neutral- center is occupied by an a nay in civil disorder. This 
amy is effective for a certain number of fjsme years and is then removed. Another variation 
is a civil disorder amy which defends only certain borders of a neutral, such as an amy 
in Belgium which defends only against "armies attacking from Bur and Rah. ~ • -•■ - 

Blittfcrieg or Biaorganiaatidn : TPlayers must write orders for a move-season (Spring 
or Fall) before ad judication of the previous season's orders. Thus, players write 
Fall 1901 orders and conditional builds' before Spring 1901 neves are adjudicated. After 

f^gatts^ changed. C on di t i o n a l n^itl, o* a 
special retreat ruxe,~ are necessary,, " * * ~~ — - "~~ — ■ 

Hyperspaee: After each move-season (or alternatively, each Winter) each player nay 
fonn one hyperepace link between any two spaces on the board, and one. Be^mfadn of 
two linked or ad Jaiftnt .. spaces V " Bhitn may move along the linkages, btft move 
between tw6 ei atH« thnt are separated. . ' linkages may oe separated, and separations re-linked, 
of course. Fleeto nay occupy land spaces at thi end «f a link, tnjfc ami^^f hot ©soupy 
eea sperdee, egj -after' Spring 1901, ^hgland might link Bwg and Hoi, and separate ftah and 
Hoi, |f£ preparation f or taking ttol & fee ftS. - ^ : 

Twin Earths t Iwo sets are used^ Fash jxfcayer plays the same country on both boards. 
Units may move between a space on one board and the same space on the othtar board (let 
between liun I and Hun II, or Bur II and Bur I etc.). Victory criterion is usually doubled. 
Builds and remdvple may be i«do on either board, so that a player might hat* five centers 
on each board, -but 8 units on one and 2 oh the other. 

Supply: Each winter each unit must traco a contiguous line of spaces to the center 
supplying it, which haye ^e*eW 5 captured by that unit's forces or which are designated 
friendly to that unit by the player who owns the space (s). Capture takes place in any 
season lor supply purposes. Ini^ eliminates such anomalies as guerilla fleets far behind 
the lines and similar historical nonlsisnse. \ y - 

Changing of the Guard t A fle^t and an army of the same country may exchange places 
as long as each move will otherwise succeed,' eg: F Pie-Mar, A JJar-Fie . Jhitf ^WjSuid fail 
completely ; if some o^er unit is ordered to Pie or 

Emahaiige: lake" Changing o'f the 5 0&rd, : «fe«pt/that units of 
may participate so long as W&t agrftf ' 0 r "°' r . 

You Only live Onces j»heh : a unit 14 annihilated (including retreat off the boa#0, 
it may never be rebuilt . ; Ifcue , that country will be peimanently one unit short . 

Annihilation rules f (1) A uflit is never permitted to retreat off the board: when 
another retreat is pbssible.' (2) llhen a unit is annihilated, it may not be reb%i3,« A 
the following Winter, leaving the country one unit short the next year uhlesr, it has lost 
a center. ' / ' > ^v.^ ; . : s - ' = * .- •• . . ■ j-y-:.- 

Air Power: Each center is worth k supply points. Amies and fleets require 3 points, 
air unltn require 4 for support „ An air unit may fly up to 4 .spaces total in a movement 
season. It may support ah attack on" dr defense in the space it is bottb]bjg. Any number 
may bomb a single space;' : Ari air unit may not capture" a space, (corit; on page 10) 
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Submarines: 'flieae art like T.eot:- except bha\i a sub ir;,„ - o ;c . . 

normal sea space as well as on ohs surface, Limy variaritio&ii oJ i«ii„, .a^j u.io div i^.ti' 
rule aj?e possible. . , 

•Key Role: A unit which • is ordered to move .gives up its ri^ht- to the apace it is 
moving from, even if, the jaovo fails. Thus, if A ¥ie~GaI fails, A Bud-Vie dislodged Vie 
even ^if it attacks without support 

Cutting of the cutting of support: A unit may not cut ssppott if its space is attacked. 
There may also be cutting of the cutting etc. 

Atomic weapons ; Each p]oyci" resolves one bomb per year (or one each nove-season) 
Bombs may be carried , by othc- u-iito. A bomb may be fired one space (perhaps wore later 
in the /Jfame) and destroys • L : ng iu tliat space at the end of the move (including 
the supply center for f specified period), Zf there are many bombs „ then a stalemate is 
likely unless range is increased later in the game* 

units, etc.). — The unit should be specified (perha ps secfetly at the start of tbw gafae). 
A leader unit can be added "Which doubles -any unit it is with; more than one leader can 

bemused .a*. :wgU..,, ^ 4 c-.-.\ . ^ . .• . >. . . ■ *■ 

" Mrder ProJ4bit£bn^j liniie o^ .a particular ccuntry,, or coming ,frcs» ; * particular 
^^ ct tw.W ««t eni^r-,a¥rl^,siacca fo^.a 'specified, period,, eg* p^aye^s.jflight be 

centers? or in 'any province,* or in any pro^ee^ the ^ome^unta^ n ft*|Aj^WHjMoK 
bui^d ,^n an open ..home., center, another player owns the center (gue?$EU build); of 

cott^^e^iOA^^t^ VTO*J? s ^ti^ to A Utttt^i. „ SlKT , o. .cHrf «v*.,r W n: 

5uppor£;. A unit ma^..euppo*rt in plage another, unit that is. ordered to nove* If the 
move fails, then the una^.is iiill cupported in its beginning spAce* eg:J> Palmar 
( (In postal diplomacy orders that fail Are always underlined) ) A Bud (S ) A Gal (H); 
then a two unit attack on Galicia fails* 

Basic defense: All centers have a permanent basic defense of one, which is added 
to any unit _ .occupying the center but operates for the owning player even when 

no unit occupies it* Tbic basic defense may instead be used only for home centers, 
or for certain centers or pro r :.:;c-n specified by too player (fortresses built by the 
player, in other, worus)... A ;..il/ \'a; i£.tion is tha.% the basic defense, applies against 
Atl. countries > even the owning country unless the center is actually occupied* 

Costal. Crawls A fleet may stove from a coast of a doubles-coasted province to another 
coaatal space, whlU another flffjt in that costal space .moves to the other coast of 
the o^bte^oa&rtetf piswmce, eg: F Spa(sc)-Por, F Por-Spa(n«) 

Spring raids When a player occupies another player's center in the spring, the 
center becomes neutral and iaust be captured as any other neutral supply center. 

Center ownership; (X) Centers may be captured In any season* (2) A. player nay 
loan a center to another for support of a unit, but may rescind the loan at any time, 
forcing the former recipient to find new supplies by the next winter for any unit which 
was supported by the loan. (3) Centers may be given outright. (4) The owner and occupier 
of a center may agree that the formes; '.-rill retain the center even though the. latter occupies 
it* 

Time: Came years nay last threo saove-seasons instead of two. 

Escalation: Units need never be removed for lack of centers, (cont. on page 11) 
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Convoys : (1) Fleets in coastal spaces may convoy. (2) AH units may convoy (eg: 
A Bye, P Eng, and F Wal C A Par-IAv) (3) An amy is annihilated lit its" convoy is dis- 
rupted by di8 lodgement of one of the fleets. (4) Any attack on a fleet disrupts a convoy „ 
(5) Alternate convoy routes may be ordered in case jam, route is dieroptecL (A) 'A fleet 
^^ti m«s^^^^ - fcgr ; . 

Decoy aaitss ■•'»-' j&ayejr may build in every open hone center every winter. He nay 
otrty'feavVas menjr reaA : unit* as supply centers. The rest are fake units t^doW'ftti.defr' 
troyed when attacked ~ and^sy not affect Moat (though they nay be eirdier«C t« tupporff ete>, : 
as a decoy). Works best with a G.M. * . : 

Kriegspiels Players know the location only: of their, own units and tndtis in adjacent 
spaces ©r-variatdton* ttwttbf, Rlqairet'f feft, ' ;- c:: " f ,.; " r '/ '■• 1 l 2 ^' . 

5 Anonymity TEtr Played de/not know which of the other players is playing wtieh-tif . - 
the other co*§§ri«kf : |^fe».r^»/_ - ." ' ; '? u , w^**,*/*^ 

Chaos t Sach flayer writes orders tor the other six countries as i- well:- as; 'Ms own. ' ., 
Chano^le tef s nflaa ^ be <»ed for a country. Wtte bee^ with a O.Hiv 

so that players do not know who wrote Ihe orders which are used. T 

" aha nNjv mnr nun ■ r 

Thanks again to lewis Pulsipher. for all hie coroperation is providing variant diplomacy 
material for the nbvioe, -Up Hfsj written the folleidng am cont r ib ute* Mm 

HLddle Earth VXI Diplomacy variant which we are pleased, tp,„ publish as part of the novice tine. 

Variants are games more or less based on standard (regular) Diplomacy which are 
played by over half of all postal players. One quarter of all postal Diplomacy type 
games begun in 1973 were variants. Some variants use a new or altered board and situation 
and retain almost all of the rules} others retain the ' board and change one or more of the 
rules; still others change board and rules extensively. Some closely resemble . the standard 
game, while others bear litt|eih conooh with it. there are even variants of variants. ' 
The games lh<&ftaed in the ruTebook for other than t players are variants wtfh *a}t«r9d 
board" "(new starting 'posItlonH b&' pi^mi:^^0''p^^ i ^^t^% m >>3>l " ": 'S 

Some sdnes are devoted solely , to var^ts, and a f ew playew^^ 
a mixture of^|iBMc»rd" r ano , vitrfint-'is' ^mfre o^mnon. ' ' ' ■ rsv ^' s " v r " 

Wk* l *t&>m$«& m <&* ie^npe^nii been Wfor ^^jk'J^^W^t^ 
more are being produced each month. Among these science fiction ind^fanta^l^glP'* ' 
Hyborian Age. Foundation), historical (VfZL, Diadoohi. Napoleonic), extension of the stand» . 
ard bf^ard see^r^Ht^^ 



and abstf&M (|aa)M9r« I|l|ek3k4f%' : ;fhere'!ar9 dvejr^mril^ 



reds usMi , 'xnV i^sndard^ 'boaro^ 



Why do people play variants? Some like new scenarios for press release purposes er\ 
simply for a change. Others like a greater challenge than the simple standard rules provide. 
Some become bored with . . standard Diploajicy. after repeated play*. Many variants 
t*mt**Mt&*m ai&e l^#^d^feref#lpe'^^ 

and many are more realistic. Some variants offer better Jiyy 'f^aliBne^ than those iirthe 
rulebook for numbers of players other than 7* and there are valiants which can be played 
by more than 7 people. Finally, an .inexperienoed player has a better chance because exper- 
ienced players cannot depend on memorized lines of play— all the players must analyse the 
new situation. 

Variants are not often designed for general popularity. Usually they are aimed at a 
smaller group which is attracted by elements peculiar to that variant; most variants are 
played only a few times by mail, if at all. (coat, on page 12) 
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Variants,, are usually available |*rom. iadividiial publishers (who are often also des- 
igners) for, l$-30£ each. ;The .i^est way % gain an idea of what typical varies arc li:^ 
is to P^^pQ^t^V^WfjJf^m §m PW%bd, 24613 Hawon CWt, Clair 

variants, and a list of rules that can fee used with the standard pame^y jijint ed photoeffset, 
Walt Buchanan, HHjr5# Lebanon, IN 46052. „«...>.,. 

i!» A js^*g|^j§in^^ *.^* V' ' ...~V , , . 

Robert Sacks , 1$F Tang Hall, $$0 Memorial Dr.. Qaafcridee, MA Q^9 is the Variant 
postal Diplomacy P^i^a^Lon. X?My^r.'l&apber* ) Cu^kgian^ He- aMlm^ unl<jue identifying 
symbol to each postal game in the same manner as tne "Boajrdnan %n^^ ctwtodian. 

Dan OsXU^h^^^ Alexandria, ^y* is ^/l^^r D ojr the 

anrf^^^^^^g^^^T^^ir Triable" fim this en© souree ., 

Lewis Pulsipher, Box 1021 Grad Center, Duke University, Durham NC 27706 is the Diplomacy 
World Variants Editor. All newly publifkfd Vjarianteyitfe **^«*we>deserlbed in DW. 

■a** *m m* 




l|waml^^ nW^toard Anf cgl^a fey :> . v .^ 

^I^ff 8 " :?*WrW *» !*W &Wbl9*. 'TOV or - f*** 90 - WW» f^^ec^OQ^yv I%otc^ 
offMeb. Many maps are printed on 85 by 11 paper, but some include as many as 0 sheets 
which must be fitted to S eth«*pffr»f fmbSmWP^kmi&^m.^ **** °* • sheet for 
greater clarity. . SBK pieces or jfergwae counter* can be used for units on 

the smaller maps. Other details vary; for example, "naznes night be typed or abbreviations 
might be &9&»&«^a«p» _ : >- , r ^^ r. van- 1 1 her ^ I -co yjc*. c- '' : - 



,'vf "C '.'TO ' TO SCO 



apnly, the ; .fi||$i 



2. A flee^in a WW tal space g»y be. cc^yerted to ar^i^y In ,w>rSn« or fall, unless: it is 
attacked H ^ or suppoii^in that ?maon. The .order is "F 

3. An army in a coastal spAce may be converted tp a fleet in spring or.fall unl ? 9f ( . r 

4. There *re 23 supply centers., A, player w^ns when he has 13 units. , 

the Dwarves, Men, and Elves of KHOVANION, and the Foul Polk of 
„ .t*ree home centers. , ; 

/fl&^^^rfc^sto?^ Thii^ Age IfOL . , 

t6 the,f ligation ;Mv the 2pfch c centur^ pf ^ 




' any situation in lliddle 
Tnird A«e.'-. 




IDA GAMES IWO 2ULLSTIH 

Prepared, by the IDA Novice Committee 



#7 Jan 5, 1975. 



" "S C! 



shoot is prepared ao a supplement to THE CEPHKlDS, in order to provide an up-to- 
date listing of game openings that wo hear of. The bulletin is prepay irregularly* ' 
updated *hen ever we hear of sufficient nmf l^ningA to make th* previous sheet dated. 
3h<a«ded are: current ^tieMtfgft »|^V#l'ji^ff^ publishers 



John Boycf (117 Qai«iflk^ tlar^se^A ) has 7 openings in a new novice game 
he's starti 
at time 'rif 
ation In 




new game*. One of the games' is to? novices only, and one for people living in Western 

Canada. John's gaaefee Is $1. 5© for- TPA wsnb e w plu s & requirement to sTfcscrlbC. 

Subs are 1$ per page plus post. Gamefee for non-IM raeraibers is $2. (plus a sub) 

Dave Sa^^SlJ^^ " 

of your involvement. f^j^ fyfSg^ ^ bm , . 




long subscription. Randolph also needs etandbys for the price of a sub 10/&1. 



members $%) 




available 

— Ten need only nb, Subs are l0/#2. 

Diplomacy at $6.50 each. The genes are not traSff^-'TOi" but are run by carbon copy ' 
letter. Flying Buffalo also runs approoc. 200 other multi-player games by nail, Inquire. 

-,. -max o* ptlf,tem* b ^^^^^jjx^g^ eW *eii wo e^srfT 

DIPLGHACT WORLD (c/o Walt Buchanan, T?.R.#3, Lebanon, IN 46052) is a non-game sine devoted 
to presenting articles on play, ratings systems and general information to the hobby* e 
players. This professionally printed magazine also includes a demonstration game. Sub ' 
rate is $3. per year. Walt will send you a sample if you'll send him couple of stamps. 



rmm m publication (con t . ) 

m&Jm£Y ti^OJIktim *S 1974 JMJDBGOK ia now available. , ..Tins handbook 
is M ^ pa%e ftfcriee^jshed p*oductio?l;P In&udlng ; &^icl«a on good play, fca$|ics, and 
gsiftMSJl SiReresfcPl&so litclttded isr ftoosior Archive? » Bmjcsist ration Gtegjuei. J.972-CR printed 
in ite entirety with analysis by Dou£ l^fer^^*. r A^i^ble to IDA nernbers for $2. , 
non-membors for $3. Write: John jBoyer^?12#; .forland'^Ave-'., Carlisle, PA 17013 

Incidentally/ fiP^tNdcvfiat #pie?£|^^t' ; ;^' ! ^ .l^Monady Aflfl^eiatior^ you 



shouia iWBijfte^^Qliaj^^^^ 'ntf a m-«ie^iiZ3r, n^*»lett€r Capprox pages) 

to i£# AeMbfcrs Sailed OIPE^W ' SEraj'/. *$u/ dues contribute to sue 



sueH i«rtmrhii« pro jests 
as the IDA Novice Faejcet,. Game Insurance, and establishment of a V? riant. Bank* ~ Dues are 
$S. pei» ye^r. Write- the V&e- president r wklt Buchanan, U.K. #3, Lebanon,, IN 46052 

tH9«'-i'. : fix af^-.ja. a-i&a-Xi •V*" a^s-' , " 




CAWWiil^^^^fteuer (10^ 0 k sM$sn A#^!ik^^a r "tot # liS lttift-1»*.0p*«^ in 
wsWfc ^flfrrtjgBL . l&^bW and* tteSRf threes: * and ffcstifoilia . TOf . (Jamefee *§. 05 

TURNABOUT, F^ter A. ^rggren^O^vlr.tqvjn^^ Sclioolaouse $}., Orford M 03777)>?8 openings in 

SFESqgJtt! Yoraimtow and 'AirdL Ago-op eninga .are .available for nnd $2* respectively 
OBSESSION %rj^ Zetode^^fg Box SgV^Ioa Angeles,. CA 90024), too PJ 




BRAINWAVE Don Efron (1823 paeotah Dr*. ^ind^or* Ontario. Canada, MX 334) mate 



WARLORD, Dan Gallagher (6425, Kin* Louie Dr*. Alexandria, VA 22^12} ha«, .Xree, etandby pos- 



.miupttk- y£ eeasB?» t^X'.-f-aJr • *rss1^c 0:,., ,:x 



That's our list of openings, we hop% ypu'JU. &e ; ^b^ J^Gtod something to your likeing= 



&»^or»b ecte- swages a ^50 N *• "'I t »of'p<ia: t : ;'^.. /J /" .kr..- >;fv -X ft " f 





44 RAWUHfOti AVENUE f 
TORONTO, ONTARIO \ 
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